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Declare Vour Independence 


Free at last. 

Finally, there exists a console that deserves be 
called revolutionary. A console that doesn't tax the 
user with restrictions on what they can play. One 
that doesn't imprison you with a single store. A 
system that won't make you a slave to end-user 
agreements. Now you can explore all that the mar¬ 
ketplace has to offer, from independent developers 
on the Atari storefront, Steam, or anything that can 
run on Linux from self-published developers. You 
are free to consume any and all entertainment op¬ 
tions available - or - roll your own. 

Choose your own adventure. * 
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The VCS gives you all the hardware you need to 
start publishing your own creations right out of the 
box. No limitations on hardware access are pres¬ 
ent. You have the liberty to take command of the 
entire hardware platform and developer tools 
available to create your own game to share with 
others. You don't even need to use another PC to 


develop on. The VCS is your PC. Ready to run all 
the game engines and libraries available either 
from Atari, industry standards, or the wide open 
spaces of the open-source community. 


Iterate with your audience. 

Feedback is now only as far away as the internet. 
Host your game and invite others to provide feed¬ 
back and aid game-balancing or provide insights 
from different perspectives. At the outset, the VCS 
audience itself will be sma Her and easier to 
manage than a million players from Steam pound¬ 
ing away at your test servers. Your fanbase can 
guide both the process and the content to insure 
your game has a wide a reach as possible and the 
story communicates what you intended. 

Unrestricted publishing. 

How you want to bring your ideas to the public are 
now open - without all the tedious mucking about 
with publishing and distribution contracts from the 
manufacturer. Choose to market it yourself com¬ 
pletely through your own site. Team up with Steam 
and other online storefronts. Or see what Atari has 
to offer. You're no longer limited to the whims of a 
corporation that determines what content you can 
present to your audience. You finally have the right 
to complete free self-expression. 

Only from Atari. 


Collaborate or fly solo. 

Strike your own path and stay true to your vision. 
Given the robust number of tools available, you 
can develop your ideas regardless of experience. 
The open-source community can support game- 
makers of all capabilities {or lack thereof). Or 
choose to join forces with others to speed up the 
process and gain valuable insight into what can 
improve your ideas and presentation. 


Only Atari provides a console without rules, with¬ 
out limitations, A complete development system 
with zero-restrictions on what you want to play or 
what you want to create. Without hacking, without 
bending tf le architecture to work outside of EULAs 
- the VCS is all the indie developer needs. You are 
free to bring your idea to your audience, free of 
charge. Publish to whoever you want, however you 
want. Join the ranks of the indie development com¬ 
munity with the Atari VCS - today. 
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Homebrew before homebrew. I 
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Before computers were widely available, it could be ' 
argued that all games produced in university labs 
were homebrew. Spacewar, Colossal Cave (and it's 
fork, Zork) were all developed independently and 
without publishers. The first games to be published 
to the general public, in print-form, would be '101 
BASIC Computer Games' in 1 973 - sourced from 
games published in Digital Equipment Corpora¬ 
tion's newsletter. This anthology was the basis for 
many games in the home microcomputer market 
which spawned it's own base of BASIC enthusiasts 
whose works would continue to be published in both 
video game magazines and computer publications. 

In early 1981, the Atari Program Exchange distrib¬ 
uted software written in BASIC and other languages 
from professional & home enthusiasts alike in mail 
order form. Published quarterly, APX delivered 
games, productivity apps, utilities, programming 
tools and educational titles. Besides being a plat- 
form for independent developers and the Atari 
home computer community, several titles migratecL 
to Atari's general software library, including East¬ 
ern Front. Other games found their way to Atari's 
coin-op group like Dandy, which inspired Gauntlet. 

Shareware to Steam. 
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Similar to APX, shareware was spawned from hob¬ 
byists and user-groups distributing games on discs, 
tapes, magazines, and downloads directly from 
early BBSes and online services. Shareware's 
online component inspired the first online sellers 
giving rise to Steam - the biggest online retailer. 
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Wolfenstein 3D & Doom. 


The two biggest shareware titles of the 1990s 
emerged from the efforts of Adrian Carmack & John 
Carmack (no relation), Tom Hall and John Romero. 
Together they produced shareware titles for Softdisk 
eventually forming id Software. Their first title, Com¬ 
mander Keen, was an attempt to bring Mario Broth- 
ers 3 to the PC. With their try-before-you buy pub- 
lishing methods and groundbreaking graphics, 
Wolfenstein a nd Doom both defined FPS, online 
tournaments & game-engine technology used today. 

Undertale utilized the easy-to-develop GameMaker 
Studio engine to create one-of the most creative 
indie releases this-decade. It was written, pro¬ 
grammed, scored & designed virtually solo by Toby 
Fox (with graphic support from Temmie Chang). 
Presented in 2015 after a 3 year crowdfunded de¬ 
velopment cycle, Undertale combines RPG, bullet¬ 
time combat, compelling & memorable characters 
and a multi-path narrative for the most heartfelt sto¬ 
rytelling in decades. All in 8 bit-graphic glory. 

Minecraft. 

The indie game to rule them all - from a simple Java 
implementation by Markus "Notch" Persson. In¬ 
spired by Infiniminer & Dungeon Keeper, Minecraft 
emerged to the public in 2009. 10 years later no 
other title has sold as many copies, inspired as 
many other games & gameplay mechanics, or gen- 
erated as much attention & fame for a single indie 
developer - ever. Notch currently resides in a 70 
million dollar mansion in Beverly Hills and his net 
worth is estimated to be 1.5 billion USD. 
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Are they pood for kids? 

Flaying ATARI game* can be very 
good for kids (providing they’ve done 
their homework and cleaned their 
bedrooms). 

For one thing, it's time spent in the 
home, with the family. Increasing hand- 
eye coordination and developing a 
longer attention span- Learning bow 
to be a good loser—and more importantly, 
a good winner And finally, having 
fun while preparing for the future: 

ATARI games are the forerunner of 
home computers. And although you 
may not be ready for the electronic 
your children will have to be. 


Are they a 
like Hula 

They're exactly the opposite. The ATARI 
Video Computer System * Game is not a toy, 
to be put in the closet and forgotten, Itf a 
permanent part of a home entertainment 
center. And just as there are constantly new 
records available for your stereo. Atari will 
oonntantly offer new Game Program** 
cartridges for your system 
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What if something breaks? 

Atari ma&ufhctures quality products. 
They're tested, inspected, and come with a 
90-day limited warranty. (See your Atari 
dealer for the details.) 

The fact is, the odds are against anything 
going wrong. But if tcakithiog docs, don't 
worry. Atari already has over MX) 
authorised service centers. And by tho end 
of the year, there will be nearly 2.000 
nationwide. 
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SUPCH BACSKOUT 

HAUNTED HOUSE 



SPACE INVADERS 
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ATARI MAKES MORE HOME VIDEO GAMES THAN ANYONE. 
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Updates, configurability and more. 


Starting as a Quake IIS Arena mod ifi 2000, and 
inspired by the Quake 11 mod Gloom, Tremulous 
was developed and released .as a stagd-alone 

jp 

game in 2006 - a year after the Quake III Arena 
Engine / id Tech 3 1 s source code wa$ released 
under the, GNU General Public License. At the . 

f 

same time, work quickly begqn in creating an 
open-source platform for Tremulous .and other titles 

p 

with the start of the ioquake3 project. 

* .. t* * 

With the release of Tremulous 1.1, work started on 
versidft 1and in late 2009 a gameplay preview 
(GPP) of 1.2 was'released. Throughouf-Tremulous 1 
history, modding & map design both played a big 
part of the development community, although the 
forks themselves (and the timing of their releases) 
had unforeseen impdcts on the player-audience. 

IP * 
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A new beginning with Tremulous 1.3. 


• • * 

With the blessing of Tremulous 1 founder 'Timbo', 
GrangerHub founders 'Cron' and 'Sparky' began 
an update in 2015'. With the purpose of supporting 
Tremulous players for the next decade, Granger- 
Hub began updating & tunipg where veteran teams 
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left off. Tremulous 1.3 has a lot.of untapped poten¬ 
tial. Even tpday, there are very few games similar 

to the gameplay fundamentals of Tremulous. 
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With 1.3, GrangerHub looks to unlock that poten- 
tial by addressing longstanding issues both in the 
game and the community. By integrating &Jmprov¬ 
ing the best core-ideas and from mods in-the-field, 
GrangerHub is making .1.3 more new placer- 
friendly, .and is introducing new ideas that resonate 
with the essence of Tremulous*. 


GrangerHub has been polishing the game logic in 
addition to fixing glitches & exploits. They are now 
in the process of working on a system that will 
come with four basic primary * server-side gpme 
modes ; 'Vanilla' representing classic 1.1 game¬ 
play, 'Ghocdlflte- providing GPP gameplay, 'Swirl', 
providing neW. and^improved competitive game- 
* play, and 'Strawberry' with a’brand new casual 
style of gameplay. 
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This provides not only switching between game 
modes, but is to be highly customizable - allowing 
99% of modding to bp*done through merely adjust- * 
ing cor^fig files without having to mess wi fh founda¬ 
tion code & rebuilding binaries. 
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W 

P 

0 

m 


Tremulous 1.3 features the most recent updates 
from the ioq'uake3. team, including significant, of 



bug & vulnerability fixes, a newer rem derer with 
more advanced graphics showcasing im 
namic lighting, normal mapping, specular map 
ping, and more. The 1.3 client features multi proto 
cpl support making it backwards •compatible - al 
lowing it to be played on the old 1.1 and GPP serv 
ers, as well on new 1.3 servers. 


The 1.3 servers are also multiprotocol, allowing 
classic Tremulous clients to be played an them too. 

1.3 provides basic lua support, allowing th e ex¬ 
ecution of lua scripts from the cl ienf-console. There 
are many other clienl features, enhancements & 
fixes GrangerHub have completed - with more to- 
come. All open-source -and free to the public. 
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Team-FPS? RTS? Yes. 


Tremulous is a hard game to categorize and is still 
unique. Yes, it 's a team run & gun, but unlike an 
FPS Tremulous requires attention to defenses as 
much as offense. With base- building being critical/ 
maps are fluid as each base deployment changes 
the terrain. Go all-in on defense and make a 
nearly impenetrable hub or choose to build mini 
bases forward into enemy territory and push the 
other team into a corner offensively. Games are 
won with a good builder capable of using the map 
to the best advantage, or lost when deployed hap¬ 
hazardly or not maintained & repaired. 


One team can run on waBIs. And ceilings. 



Teams aren't just humanoid. One is alien in the 
truest sense of the word. Humans may have an 
array of guns, buildables pnd armor but Aliens 
spedes. Aliens upgrade not through purchas¬ 
ing better Weapons - they evolve. Th e class of al sens 
range from Dretches & Grangers (offense and 
base-builders) to wall walking Basilisks who can 
emit poison gas, leaping Marauders with 
lightning, battle-tank Dragoons which can 
down defenses, and ( the most-feared Tyrant with 
massive health, speed, size and attack capability. 
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An alien base is comprised of an Overmind which 
provides power to all alien buildab >les as well as the 


power to evolve. Aliens can forward-build at the 


outset by laying eggs to provide organic 'creep 7 in 
order to build remote structures. Acid tubes, healing 


boosters and player immobilizing trappers. New to 

1.3 are player sucking slimes and more. 








More human than human. 


Humans may be limited to running on the ground 
but they are inventive - and they can fly. With re- 
peaters. Humans can now build into enemy territory 
from the outset, make bases with automated gun tur¬ 
rets, Tesl^Gpne rotors that can deliver lightning om- 

S idireHji^ally, healing medistations and armories 
> provide an array of weapons & upgraded armor. 
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R aes a new ngnrnmg gun ana rragmemanon 

r - similar to Bouncing Betty mines. Autosell 
added to armories so you no longer have 
to struggle with selling guns while under close alien 
attack. With jetpacks, humans could fly to hard to 
reach places or to aliens clinging to the roof. Now 
in 1.3, fuel consumption has been added. You'll 
need to keep an eye on your fuel gauge if you don't 
want a fast drop into a nest of aliens. This prevents 
players from ’sky camping' and makes flyers pay at¬ 
tention to their propulsion reserves. Speaking of 
flying - keep an eye out for Spitfires - a new breed 
of Alien that can blast you out of the sky. 


res - a new 


New and improved. 


GrangerHub improved the player UInexperience, 
overhauled base-building withTie^SfBfci^ion & con¬ 
trol, removed glitch-building all with graphics that 
push id Tech 3 to new limits for a new-game smell. 


GrangerHub encouraqes feedback from players 
both in-game & at : farum.grangerhub.com. From 
balance to bug fixes they want to hear from you, 







ALL OF THE CLASSICS, WITHOUT ALL OF THE DUCT-TAPE. 

Classic console re-issues may provide a handful of great games to play, but only one brand 
at a time. Instead, why not play all of the games you purchased over the years on backups 
served to you by emulators like RetroArch? Now you can - without all the tedious hacking of 
firmware and assorted lockouts. The Atari VCS is the first console, without limitations, to 
do whatever you want. Including playing every game that’s ever been made - from everyone. 


ONLY THE ATARI VCS GIVES YOU THE POWER TO PLAY. WITHOUT LIMITS. 




PREORDER @ ATARIVCS.COM 



















The ultimate in reality is here and is waiting for you 
right now. It's more affordable than you might think and 
promises to revolutionize gaming. Not only gaming, 
but the way we work, I earn and perform business. 
Something of this magnitude also hasn't escaped the 
eyes and ears of the Department of Defense. DARPA 
and others have introduced this technology into all the 
branches of the military. Let's take a deeper look at 
what Actual Reality or AR - has to offer. 


It's not just a 3D and stereo audio upgrade. It's a way Apply downward pressure on your legs and you 
to incorporate the maximum specs that the human body should find yourself in a standing position. Look 
can experience. Refresh rates higher than 1 20hz. Reso- across the room provided and find the first tutorial 
lufions above 3000 dpi. Graphics support for realtime stage called a 'door'. It should have an interface 
raycasting, raytracing, ultra-high granular textures and called a 'doorknob'. Turn it and exit to the nearest 
more. 250 FPS or higher and 200 degrees of field of hallway to find the appropriate path to the game- 
view. To improve immersion, player feedback in- world. After the final doorknob you should 

eludes : temperature sensing, full body tac- find yourself in what the game publishers 

force-feedback with 3D ik call'outside'. There you can do almost 

ory presence and sup- an ytbing, but be aware of game-physics 

inner-ear - effectively elimi- B. The feedback tech can cause irrepa- 

nausea & motion sickness, I rable harm if limits are exceeded. 


onse 


Getting started 


Strategies for winning 


After signing appropriate liability wavers, f Be aware of gravity. Falling from a great 

a health declaration and disclosing any physi'^^^l^^^^^ height can prove fatal in some circumstances, 
cal disabilities ydujll be ready to play. If you have Also be aware of sharp objects, moving vehicles or 

any phobias about open spaces or heights they should anything coming at you with a mass and compres- 

be noted to the administrators. Make sure you're wear- N sive strength greater than a nerf-ball. Other players 
ing appropriate clothing and footwear because these may prove helpful or try to remove items from your 
will be key to gameplay - or at least making sure your inventory. In-game currency is very important, so 

avatar doesn't find itself in legal entanglements: Weath- side-missions to replenish your personal account 

er is a factor so make sure to use compatible garments, will I be key. Be careful and have fun! 









could play video 


ATARI! 


Stevie isn t superstitious by rale..* Bui when it eomo to fuii.hc 

know* what's wh.if And when t1 conics to a ganvc cooyolc 
otil} the \tiiri 260n will do My friends tell me the graphics arc the 
best I tkm*l know what that means, hut I know with the Atari 2.HK) 
they must be uptight *wd outtti sight*" 


Only Atari brings the arcade classics 

hornet hiK Atari hav home sefMons ol Slewed 

IP 

favorites Space Invaders.’ Fhc~Mhh, Missile 
Command/ Asteroids/ Breakout,' and more - the 
greatest arcade lilts of all time Stcv ic has them all he 
likes to hear his friends hav in*: fun 1 


Simple, straightforward controllers. 

\\ itli some systems controllers. Mo ic would 
lx* all thumbs What use arc numbers when 
you can , t see' 1 l hat s why Atari ;:iu’s sou 
ciWVto-usc joystick* and paddles l:\cn 
Siesic can fumMe his way through a joystick 


You don't need two people to play with 
an ATARI 2600. ..Or even two eyes. All ihc 

best A I \KI games can Ik enjoyed by a single 
player. Siev ie likes to play alone. e%cil if he has no 
idea what'% happening./ I love llic souikJ of fun!" 
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CIRCLE 118 ON READER SERVICE CARO 


APRIL FOOLS 

































Gamemaking 

Your ideas from your hands. 

Graduation from gameplayer to gamemaker is as 
simple as booting your Atari VCS into Linux, Now 
you're free to make and create for the console 
you're playing on - without any restrictions on 
hardware access. Make something truly for your- 
self, the Atari VCS community, or everyone every- 
where. Whether you choose something intimate & 
personal, or broad for a mass-market, the power 
to be an indie developer is already in your hands. 

Choose wisely. 

Besides deciding to develop individually or with a 
group or how you intend to publish your title, there 
are other choices to make. Deciding how to fund 
your project if you intend to devote the majority of 
your waking hours to it. Developers gotta eat. 
What tools you choose to run on the VCS range 
from industry standards with costs & license restric¬ 
tions to open-source solutions with no costs and 
zero restrictions. How you announce your game to 
for the best first-impression will help generate in¬ 
terest & summarize what your game is all about. 

Available options. 

Other considerations include : Crowdfunding vs 
publisher or venture capital funding, approaches 
to collaboration, themes and the best engines to 
explore them. What makes a great first-person- 
shooter may be literal overkill for a 2D RPG that is 
more compatible with scripting and lower-tier ani¬ 
mation. Strategies for positioning your game in the 
marketplace - or even what that marketplace will 
actually be. We'll look at some of these options in 
the following pages. 




Solo or no? 


In the original VCS, teams were rare. That's why 
we have duck-dragons in Adventure. As gaming 
platforms became more complicated and audience 
expectations rose, teams became a requirement as 
duties from art asset creation, musical scores and 
composition and coding itself became more inten¬ 
sive. Thanks to modern development tools, it's now 
more possible than ever before, to strike out on 
your own and eschew a team entirely. But it may 
not be the best option. 


It's your idea - sometimes only you can take your 
vision to the screen and to the player. If you're 
multi-talented in both art, producing good-code, 
manaqinq libraries, workflow processes, and ver- 
sion control and daia backups then there's little to 
stand in your way of going it alone. 

Cons. 


Time is a biggie. Unless you're doing it purely on 
the side, you're going to have a finite amount of 
capital to spend from investors, Kickstarter pa¬ 
trons, or your own pocket. It may be tempting to it¬ 
erate until a game is 'perfect' but the reality is cash 
could run out. You may not have the time to learn 
what makes good graphics great, character design 
or why a score can be more than ear-dressing. 
How music can build drama, emotion, or create 
tension. How scene and map building can make or 
break a game. How to optimize code and workflow 
to keep the project from falling into revision-hell. In 
many cases hirinq other people qoes from beinq a 

mere luxury - to a necessity. 




















Tips on team-building from Nolan. 


When looking beyond your circle of friends, there 
are a lot of considerations in finding the ideal 
candidate(s). Nolan Bushnell recounts his experi¬ 
ences, du ring the earliest years at Atari, at public 
lectures & conferences - and now in his book "Find¬ 
ing the next Steve Jobs". It describes finding people 
with the most potential & how to prevent them from 
being paralyzed by the company that hired them. 


Gamemaking is a creative pursuit. If a game isn't 
fun to make - it often isn't fun to play. Finding & 
keeping creatives engaged is a challenge for those 
unfamiliar with creative work environments. Cre¬ 
ative employees are often 'always-on 1 - so work-life 
borders can disappear. At Atari, the product was 
the point - not the clock. As a result the parking lot 
of Atari was often just as jammed in the off-hours as 
they were during business-hours. Many former em¬ 
ployees still regard their time spent at Atari as their 
career highlight. Because they were paid to make 
fun - at a company that was fun to make games in. 

Process vs. progress. 

A company with a suffocating amount of compart- 
mentalization & task management, can find them¬ 
selves losing good ideas between members - in the 
process. People capable of wearing different hats, 
or with access to other team's projects (in lieu of 
secrecy) can cross-pollinate solutions & save time. 

In a business where speed is crucial - for both 
money & innovation - industry-standard rules can 
cripple a company that is supposed to function out¬ 
side of conventional business boundaries. 
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8-bit style gaming. 

Retro, 8-bit, or 2D (whichever you prefer to call it} 
is the style of gaming that has broad appeal for 
both gamer-demographics - and for programmers 
looking to begin their careers in independent game 
design. Simpler asset libraries, lower interdepen¬ 
dencies within libraries, the ability to see changes 
and edits faster, simpler physics, lower system 
overhead and more. These mean your time-to- 
implement can be reduced and more effort can be 
spent on style, play mechanics and characters. 

Form over function. 

With a lower set of development demands, more 
time can be spent makinq somethinq that both feels 
familiar to an older crowd or fan of retro consoles 
and provide more time to focus on your cast of 
characters and enemies alike. A simple set of char¬ 
acters can contain more emotion, endearing visual 
gags and connect better with players. A lifelike 3D 
avatar may be realistic - but seem generic. A 
memorable 2D cartoon character or protagonist 
can live forever in the minds of the aud ience. 

Game theory. 


Another advantage to retro game design is learn¬ 
ing the craft itself. If one hasn't explored all the 
ins-and-outs of level design, game balancing, ani¬ 
mation, visual tricks, Ul design, sound & score 
composition leaping straight into a 3D project can 
be a disaster for the novice. 2D allows you to ex¬ 
plore the core principles of game design vs tedious 
sidetracks with physics, complex modeling tools, 
3D world mapping level physics, intuitive user 
input schemes and camera tracking / visibility. 
















Make your own world. 


3D design makes up the bulk of audience expecta- 
tions for contemporary video games, and fortu- 
nately there's a large amount of game engines that 
can take a lot of the pain out of development - both 
traditional and open-source. Making a 3D library 
can be as simple as editing existing off the shelf 
models or you can roll your own if you have expe- 
rience in modeling. For some, adding hats, guns 
and accessories can take a lot less time than intro¬ 
ducing a new array of 2D sprites with 24 anima¬ 
tion frames for each character class. 

Realistic vs artistic. 

You don't have to go with a generic realistic model 
or accurate world at the starting point. You can go 
with a flat-shaded low-poly count model that can 
offer the same immersion without having to make a 
massive library of textures and assets. Embracing 
abstract & economical designs can make for faster 
gameplay and more portable code. The top selling 
game in the world - Minecraft - doesn't present 
anything remotely considered realistic (tree physics 
anyone?). An off-the-shelf shooter shouldn't dictate 
your starting point for world-building. 

Hardware requirements. 

Contrary to popular belief, mobile devices and 
most computers have supported 3D architectures 
for so long, that it can actually be less demanding 
to run 3D games vs some 2D titles. The first genera¬ 
tion of 3D games always seemed to require 'just a 
bit more 1 in the hardware department to accommo¬ 
date complex data structures as well as support and 

maintain pipelines. Now, your phone can do it. 

* ___ A 













Venture Cciptiol 


Angels and VCs. 



-A 



they are essentially the ultimate gambler given 
that, on average, only 1 in 5 of their investments 
provide a return. They may expect an ROI of up to 
20-30X their seed encouraging an exit strategy in 
5 years. Those are high benchmarks and expecta¬ 
tions which come with large equity positions. That's 
why many choose the Venture Capital route as 
early as possible. 


Like Angel investors, a private equity group will 
often provide active 

assigning a board seat to one of the partners. They 
provide not only money but a large network of con¬ 
tacts and ready-made resources to insure that their 
investment can grow as fast as possible for a larger 
return. The biggest advantage a VC can provide is 
future funding round options - also known as 
follow-on capacity - useful for both secondary 
products, hiring staff and expansion. 


All private investment whether individual or by 
group will require a large ownership stake in the 
company. Future investment rounds will often dilute 
the founder's stake to the point that they own nei¬ 
ther their company or their intellectual property. As 
equity positions shift, future decisions will likely be 
at their discretion - not yours. Your choices then 
become : do you want to own a successful business 


When starting out the best scenario for capital at 
the outset is from seed (or Angel) investors. They 
can provide mentorship, feedback and contacts, 
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or be a member of a larger organization? 



Crowdfunding 

Join the Crowd. 

Crowdfunding has actually been around longer^ 
than the word itself (coined in 2006). Publishers 
would align subscribers or resellers of works in ad¬ 
vance for books in order to fund their development. 
Bonds for wars and public projects are also obvi¬ 
ous examples. In the last 2 decades the legal and 
regulatory framework established today's methods 
for internet-based crowdfunding. Opening the 
fl^ffticro-investing and consumer-direct platforms that 
brought the VCS itself into existence. 

Pros. 9BL: f ■ 

Unless you're selling equity positions, you retain 
ownership of both the idea and the organization. 
Your idea will always be yours and you will not be 
diluting your ownership stake. Your audience will 
be - essentially - buying first-access to your prod¬ 
uct. Audience engagement will be very high from 
the outset - as will feedback on the product itself - 
negating traditional focus-groups as the buyers 
themselves will be directly-involved. 

Cons. 

Although you wi II retain ownership of your prod¬ 
uct, you're going public in the largest way possible 
- globally. Your idea is now open to imitation at the 
outset. Even if your idea is unique enough or de¬ 
pendent on your singular style or vision, you now 
have a huge pool of investors to manage. Keeping 
them engaged can take valuable time away from 
the project itself. Some have likened if to having all 
of the downsides of an IPO with none of the up¬ 
sides. Reputation and managing donor-abuse 
fears are other challenges. 

- JiM 


Development 


Open-Source Gome Engines. 

There's a lot of upsides in going with an open- 
source engine. Having unrestricted access to the 
code-base means greater customization options as 
well as the ability to explore without lock-outs. Cus¬ 
tomization doesn't stop at the code-base. A wider 
variety of plug-ins are also available for a greater 
variety of needs. Hardware requirements for 
open-source development drops dramatically. The 
biggest advantage is zero licensing fees. You don’t 
have to leap though pricing models, subscriptions 
or royalty hoops. 

Godot 


Godot still occupies the top slot for 2D and 3D de¬ 
velopment in most of the 'best-of' lists and for good 
reason. Integrated animation editing, Multiplat¬ 
form deployment, a dedicated 2D engine, live edit¬ 
ing, lightweight, a growing list of supported Ian- 
guages, drag & drop asset management, roll- 
your-own editing tools, scene based editing, 2D 
and 3D physics with rigid bodies, characters, ve¬ 
hicles and more, a Ul that is friendly to novices, Ul 
localization, a robust support community and 
more. Most of all, it's just fun to use. 


LOVE. 


A great starting point for those new to development, 
LOVE provides a Lua scripting platform for top 
down and side-scrolling platform games. Lua has 
been used in titles like Civilization and supports 
object-oriented structures & procedural functions. 
Newcomers appreciate a syntax that is approach¬ 
able. Pros like it's cross-platform support and the 
speed of generating prototypes for peer-review. 
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Marketing 

Marketing is not advertising. 


Marketing goes beyond messaging. Advertising is 
the message. Marketing is the strategy. Determining 
who your audience is, their demographic profile, 
purchasing habits, promAfional strategies, product 
positioning, managing distribution & sales, cus¬ 
tomer support and managing satisfaction are all 
components of a stmteqic marketinq. Besides identi- 
lying & managing your audience - tracking sales 

, f ► |J I j j j | ] > * : j | j • J Jj I 

performance (and making adjustments) and main¬ 
taining your brand-image are also key. 


Marketing in practice. 


Marketing is the long-game. Advertising is the 
short-solution. Marketing looks at the entire sales 
landscape from initial price positions to competitive 
and promotional-sale pricing. Marketing - if done 
right - can even determine the content of a game 
when deciding which audience is best served by it 
and how to improve the game for that specific audi¬ 
ence. Determining effective channels that provide 
strategic feedback for future directions are also 
prime-consi derations. 


New marketing options. 

The internet provides a faster feedback component 
previous decades only dreamed of. Atari in the 
1 983 was blind (or blindsided) by the lack of track¬ 
ing sales & sales forecasts with disastrous results. 
Today, customer interest & sales can be tracked in¬ 
stantly and compi ed iri real-time. Social media and 
crowdfunding campaigns allow granular feedback 
and provide faster responses to managing messag¬ 
ing & positions. An entire issue can be devoted!^ all 
the options in the future {and will). 
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Third parly. 


Third parties may no longer demand your IP, but 
they will take a significant chunk of your revenue. 
In return, you'll get access to publisher brands that 
can position your game in their portfolio for audi¬ 
ence expectations, use connections with storefronts 
to boost visibility, create marketing campaigns, 
trade-show appearances and more. The most im¬ 
portant tip is to always be asking questions and 
ask others who have published with them previ¬ 
ously. And not just with those who hit it 'big'. 

w ffimo - 


Publishing Paths. || 11 

In the age of digital software distribution, it may 
seem archaic to go with a publisher when one can 
choose any number of hosting services to present 
your game to the public. And for those with mar- 
keM ppP erience and a good unci|tanding of 
business - they may be right. Then there are those 
who want to focus on game development exclu¬ 
sively. If you prefer to devote time to your next 
project, instead of managing the promotion of your 
piMrious one, a 3rd party may be tHj|||olution. 

Self publish. 

Self publishing used to be as easy as users finger¬ 
ing |o .project or .plan file on id sofjware's share¬ 
ware server. Instead of self-blogging you can get 
the word out through YouTube. Start with a great 
trailer (or get help from someone who knows how 
to make one), share your game with YouTube influ-; 
encers and LPs, social media sites, garner interest^! 
with your peers in the indie community & forums. 
ffife pti o n “be “overwh ehn ing^^&r: there's^no 

shortage of other game creators doing the same. 

























Even with Linux distros like Elementary OS getting 
intoj||| curated app-space, self-hosting isn't aij|| 
pletely out of the question. It's simple to find host- 
ing J|||ions from GitHub to server providers. |l||e 
question is do you have the time a nd resources to 
fin ^Jm ymer^^focessor j-miL | i| iugu~ yuu i 
associated bandwidth charges, and provide cus¬ 
tomer support? !f you 

one who worked at Mojang before Microsoft pur 
chased them. You 
'Notch'. Tt' 
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From Amazon to Steam 


While it may be tempting to partner up with the 
largest storefronts available, the downside can be 
reduced discovery. Steam is the most popular 
storefront in existence, but it's daily influx makes 
visibility difficult. Smaller storefronts like Itch.io, 
Game Jolt, Gog may be less known but can positon 
your game to it's audience without an application 
fee. All providers generally operate on a 70/30 
split - except Humble-Bundle who offer optional 
splits as high as 95/5. 
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Atari Age 


magazine 




At ATARI AGE MAGAZINE " we design and write 
about the game system for the independent world 
that supports both indie players and developers. 

And we plan to keep right on doing that. 

After all, when you invest your time and money 
in a home video game, isn’t it nice to know that the 
people at your magazine are doing the same? 



ATARI AGE MAGAZINE™ EXCLUSIVELY SUPPORTS THE ATARI VCS “ 

HAVE YOU PLAYED AIARTTODAY? 
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Power is Coming 

The Atari VCS is getting an upgrade. 

The Atari VCS will he powered by a 14nm AMD 
processor with high-performance Radeon Vega 
graphics architecture and two "Zen" CPU cores. 
This new processor replaces the "Bristol Ridge" 
family originally selected for the Atari VCS in 
2017. AMD's all-new Ryzen embedded chip will 
be faster > cooler, and more efficient, allowing the 
VCS to benefit from a simpler & more effective 
power and thermal solution. The new processor 
features built-in Ethernet , multiple native 4K video 
IO with modern HDCP, and a secure frame buffer 
that fully-supports DRM video. This upgrade im¬ 
proves performance in a cooler S quieter box - 
with minimal impact to the manufacturing. 

More power, without the price. 

A key feature to the Ryzen is the way AMD process 
removes low-batch numbers common with the 
14nm all-in-one CPUs which put all cores, caches 
and IO onto one chip. This produces larger wafers 
with high rejection rates at manufacture, higher 
power consumption and expensive thermal man¬ 
agement requirements. AMD provides a 'sled' for 
'mini-chips' of higher quality & reliability placed 
into a single package. One with more power, 
higher flexibility and - best of all - lower cost. 

Coming in December. 

k i * 'a,, 

The APU upgrade, combined with system architec¬ 
ture modifications & software updates, means the 
delivery of the Atari VCS is now scheduled for an 
end-of-201 9 shipment for Indiegogo backers, and 
2020 for retail release. 




- excerpt from Atari SA via Medium.com 
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Steam 


The world's most popular game community and 
software storefront is coming to the Atari VCS. 
Learn more about the history of online game distri¬ 
bution and discover what Steam has in store for 
you. And what Valve is planning for the future of 
online entertainment. 
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The first independent gome publisher 


Contents 


Introduction 
Yesterday / Today 
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Tremulous Gameplay 
Actual Reality 
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VC / Crowd funding 
Development Tools 
Advertising & Marketing 
Publishing & Distribution 


4u years ago in ounnyvaie v^aiirornia^ rne rirst ora 
party game publisher was born - at Atari. There 
S David Crane/ Larry Kaplan, Alan Miller and Bob 
Whitehead noticed that they being paid $20,000 a 
year - to create the best-selling Atari VC 
I that made 20 million* dollars revenue 
f and Ray Kassar's paranoia on their software de¬ 
velopment pool being recruited, provided the moti¬ 
vation for the 'Gang of Four' to demand credit and 
royalties. Once refused, they left - not to become 
contractors as some had done previously - but to 
start a whole new indie publishing company. 


games 

Varner 


Activision is activated 


mi lion in venture ca 


Arrer securing 
help of music executive Jim Levy, Jim nixed nerdy 
names like VSync Inc., in favor of ’Active Televi¬ 
sion 1 - or Activision. Atari pursued lawsuits for 
theft of trade secrets and other avenues but in light 
of federal lawsuits from IBM that created the exis¬ 
tence of third-party development for their comput¬ 
ers, these were merely stalling tactics. Activision 
settled by agreeing to provide royalties - giving 
birth to the royalty software model still used today. 


Atari Age Magazine 
not affiliated with Atari SA® or its subsidiaries. 
Iditional material provided courtesy of 'Sparky' 
d Granqerhub.com 


azine 


By maximizing code for the VCS, Activision's 
games featured more polish than the competition. 
The first games released were Dragster, Boxing, 
Fishing Derby and Ch ecleers. All featuring a page 
crediting the authors. Classics like Kaboom, Key¬ 
stone Kapers and the breakout-hit Pitfall folrowed. 
Activision released and ported many titles for other 
consoles and computers while continuing to push 
the VCS beyond its limit. Games 
feature a custom 2k DPC for better graphics & 4 
channel music plus 8k of memory (10k in total . 


The new Atari Age Magazine™ is dedicated to re¬ 
maining as independent as the new Atari VCS 
promises to be. We're also looking for developers 
who want to promote their new VCS game in a fea¬ 
ture article, or publishers looking to advertise titles 
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; Activision, inc 1981 Atari and Video Compuler System”' ore trademarks ot Atari, Inc. 
Tele-Gome TV and Video Arcode ore trademarks ot Seors Roebuck & Co, 


PRESENTING ACTIVISION™ VIDEO 
GAMES. DESIGNED FOR USE WITH THE 
ATARI* VIDEO COMPUTER SYSTEM™ 
AND PROVEN PURE FUN BY A PANEL 
OF PROS. 

We warned Them. We tried to tell our 
experts that they were up against a new 
breed of video game cartridges. That 
Activision had created the most realistic 
and challenging video games ever. But 
no. Experts just never listen. 

Take the tennis pro. He discovered 
that Tennis by Activision™ offers all the 
action of real tennis. Charging players 
serve, lay down drop shots, vofley 
and even smash sharply angled cross- 
court returns. And, as you can see, 
the Activision computer pro gave our 
real life pro quite a game. 

Meanwhile, our bona fide space 
expert found Laser Blast™ equally 
exhilarating. Engaged in a vicious battle 
with dreaded enemy attackers, he 
struggled against their force fields, 
dodged their radar tracking systems, 
and eventually got blasted to 
smithereens. 

And it was the same story for the rest. 
From Boxing to Checkers, our panel of 
experts readily testify that Activision 
video games are true-to-life, tremen¬ 
dously exciting and totally challenging. 
Brilliant colors, great sound effects 
and nonstop action all make it happen. 

But find out for yourself. Get the most 
out of your Atari " Video Computer 
System™ or Sears Tele-Game™ Video 
Arcade.' Take on a new breed of video 
game cartridges. And remember, you've 
been warned. So, no excuses. 


AdMsioN 

BEATS THE REAL THING. 


For the dealer nearest you write: 
Activision 
3255-2 Scott Blvd. 

Santa Clara, CA 95051 
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